
P957US 

DATA DELIVERY SYSTEM AND DATA DELIVERY METHOD FOR FAMILY GAME 

MACHINE 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 

The present invention pertains to a data delivery system 
and data delivery method for a family game machine (console 
machine), in which data is delivered via a network from a 
server that stores various types of data to a family game 
machine . 

2 . Description of the Related Art 

In some conventional baseball games and the like, a 
heightened sense of realism is created by having player game 
characters appear that are assigned the same abilities and 
skills as real existing players- For example, user's enjoyment 
of a game is increased by having information such as a real 
professional baseball player's batting average or earned-run 
average, which fluctuate in accordance with the on-field 
performance of the baseball player, be reflected in the action 
in games in which the player character appears . In this type 
of baseball game, information pertaining to real players is 
added each time a new version of the game software is released, 
and by buying a new version of the game software, the user can 
enjoy a baseball game that reflects the latest player 
information . 

However, when player information is added to the game 
software in the manner described above, the player information 
that can be reflected in the game is old information regarding 
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the player's performance from the previous season, for example, 
and it is difficult to reflect in the game action on a real- 
time basis player information that fluctuates daily in 
accordance with actual game results . 

SUMMARY OF THE INVENTION 

In view of the above problems of the prior art 
technologies, an object of the present invention is to provide 
a data delivery system and data delivery method whereby 
information regarding game characters appearing in the game or 
other information can be quickly reflected in game play by 
delivering data from a server to a family game machine over a 
network . 

In order to achieve the above object, the invention 
relates to a data delivery system that comprises a server 
having storage means for storing various types of data and 
delivers prescribed data to a family game machine via a 
network, wherein the server comprises delivery authorization 
determination means that, when a request for data delivery is 
received from said family game machine, determines whether or 
not the family game machine is authorized to receive data 
delivery, and data delivery means that delivers data to the 
family game machine based on an instruction from the delivery 
authorization determination means. 

With the above construction, because the person carrying 
out data delivery on the server side can identify users for 
whom data delivery is authorized and data such as information 
related to the game characters can be easily provided to the 
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users, new information regarding game characters or other 
information can be quickly provided to the family game machine. 

These and other objects, features, and advantages of the 
present invention will become more apparent upon reading the 
following detailed description along with the accompanied 
drawings . 

BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 is an overall construction diagram of a data 
delivery system for family game machine pertaining to the 
present invention ; 

Fig. 2 is a drawing showing a key disk used in this data 
delivery system and a package in which the key disk is 
contained; 

Fig. 3 is a flow chart showing the routine executed when 
the data delivery of this data delivery system is performed; 

Fig. 4 is a flow chart showing a second embodiment of the 
routine executed when the data delivery of this data delivery 
system is performed; and 

Fig. 5 is a flow chart showing a third embodiment of the 
routine executed when the data delivery of this data delivery 
system is performed. 

DESCRIPTION OF THE PREFERRED EMBODIMENTS 

Embodiments of the present invention will now be 
described below with reference to the drawings. Fig. 1 is an 
overall construction diagram of the data delivery system for 
family game machine pertaining to the present invention. The 
data delivery system 1 includes a data delivery server 2 that 
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stores various types of game character-related information 
(described below) and can be connected to the family game 
machine 3 via a network. When the server 2 receives over the 
network from a family game machine 3 a request for delivery of 
game character-related information, it delivers the game 
character-related information to the family game machine 3. 

The data delivery server 2 will now be described. The 
server 2 is a server (such as a server administered by an 
Internet service provider that has a contract with the 
business that operates this system) connected to the Internet, 
and includes a database 20. This database 20 has at least a 
sending/receiving controller 21, a data storage unit 22, and a 
user management unit 23 and a controller 24. 

The sending/receiving controller 21 performs necessary 
processing when a data delivery request is received from the 
family game machine 3 and when game character-related 
information is sent to the family game machine 3. The data 
storage unit 22 stores various types of game character-related 
information and game software data that is delivered to users. 
As described here, game character-related information consists 
of information that is incorporated into each player character 
during game action, such as, in the case of a professional 
baseball game, the player's batting average or earned-run 
average, which fluctuate based on the daily game results for 
the corresponding real professional baseball player, and this 
information is updated on a daily basis. The user management 
unit 23 manages such things as user ID numbers (described 
below) and access times. The controller 24 determines such 
things as whether or not game character-related information is 
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authorized for delivery, based on the validity, etc. of the ID 
number sent by the user, and performs overall control of the 
database 20 . 

The family game machine 3 will now be described. The 
family game machine 3 has a controller 31 that controls the 
overall operation of the game machine, a sending/receiving 
unit (such as a modem) 32 that performs various types of 
processing necessary for the sending and receiving of data to 
and from the server 2, and a storage unit 33 that stores 
various kinds of data. The storage unit 33 is constructed such 
that it can store in a prescribed directory such things as 
data such as game character-related information received from 
the server 2 , or a communication program that is necessary for 
the sending and receiving of data to and from the server 2 and 
is read out from a key disk (a readable recording medium such 
as a CD) described below. The game character-related 
information received from the server 2 is read out by the 
controller 31 from the storage unit 33 when necessary, and is 
reflected in the action of the corresponding game. It is 
preferred that the storage unit 33 have a capacity on the 
order of 10 gigabytes such that multiple types of game 
software can be installed therein, and such that a game can be 
booted and run using the game software data stored in the 
storage unit (as opposed to running the game software from the 
CD). It is also acceptable if the game software is read from 
the CD when the game is run. 

The family game machine 3 furthermore has a data reading 
unit 34 that can read data from a CD that stores game software, 
a key disk that stores such information as a program used in 



the delivery or receipt of data, or other media, a RAM 35 that 
temporarily stores program data read from the storage unit 33 
or a CD when a game is running, a screen processor 36 that 
performs image processing when a game is running, a sound 
processor 37 that performs sound processing when a game is 
running, and an input unit 38 that inputs instruction 
information that is needed to run the game. 

The key disk used in this data delivery system will now 
be described. Fig. 2 is a drawing showing the key disk and the 
package in which the key disk is contained. Data necessary for 
communication to enable the family game machine 3 to receive 
deliveries of prescribed data from the server 2, such as a 
communication program, is stored on the readable recording 
medium (hereinafter the 'key disk 1 ) 4 comprising a CD or other 
medium, and an ID number (such as a serial number) unique to 
the key disk is affixed to the package. This key disk 4 is 
purchased by the user from a business that provides data 
delivery using the server 2. The protection incorporated in 
the communication program stored on the key disk 4 is deleted 
when the user inputs into the family game machine 3 the ID 
number using the input unit 38, enabling the communication 
program to be installed on the family game machine 3 . This ID 
number is sent as unique user information when the user 
connects to the server 2 from the family game machine 3, and 
the server 2 determines based on the received ID number 
whether or not the user is authorized to receive a data 
delivery. In addition, a user wishing to obtain a new ID 
number must obtain a separate key disk. 
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The data delivery carried out in this data delivery 
system will now be described. Fig- 3 is a flow chart showing 
the routine executed when this data delivery occurs . When the 
user's family game machine 3 accesses the server 2 (YES in SI), 
the controller 24 determines whether or not ID number (serial 
number) sent from the family game machine 3 is a valid number 
for the key disk 4 (S2). If the ID number is invalid (NO in 
S2), delivery of the game character-related information is 
denied and the routine ends. If the ID number is valid (YES in 
S2), the game character-related information or the type of 
game software regarding which delivery is requested by the 
user is verified (S3). The game character-related information 
or the game software data is then read out from the storage 
unit 22 (S4) and sent to the family game machine 3 (S5). 
Therefore, for such data delivery, it can be determined 
whether data delivery is authorized for that user without the 
need to ask the user to input a PIN number or credit card 
number . 

A second embodiment of the data delivery carried out in 
this data delivery system will now be described. Fig. 4 is a 
flow chart showing the routine executed when this data 
delivery is performed. When the user's family game machine 3 
accesses the server 2, it is determined whether or not the ID 
number (serial number) sent from the family game machine 3 is 
a valid number, as in the first embodiment (S11-S12) . If the 
ID number is valid (YES in S12), it is determined whether or 
not it is the first access using that ID number (S13). If that 
access is the first access (YES in S13), the time of access is 
stored in the user management unit 23 (S14), whereupon the 



game character- related information or the game software data 
is read out from the data storage unit 22 and sent to the user 
(S15-S17). Here, the time of access may consist of either the 
date or the time of day. 

If the access is not the first access for that ID number 
(NO in S13), the time of first access stored in the user 
management unit 23 is checked, and it is determined whether or 
not the current time of access is within the period during 
which data delivery is authorized (for example, one year from 
the time of first access) (S18). If the current time of access 
falls within the period during which data delivery is 
authorized, game character-related information is sent to the 
user (S15-S17), whereas if the period during which data 
delivery is authorized has already elapsed (NO in S18), 
delivery of game character-related information is denied and 
the routine ends . 

A third embodiment of the data delivery carried out in 
this data delivery system will now be described. Fig. 5 is a 
flow chart showing the routine executed when this data 
delivery is performed. In this embodiment, when the user's 
family game machine 3 accesses the server 2, it is determined 
whether or not the key disk's unique ID number (serial number) 
sent from the family game machine 3 is a valid number, as in 
the first and second embodiments (S21-S22), and it is 
furthermore determined whether or not the family game 
machine's unique ID number (serial number) sent from the 
family game machine 3 is a valid number (S23). This family 
game machine unique ID number is incorporated beforehand into 
the family game machine 3, for example, and is sent to the 
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server 2 by the communication program together with the key 
disk unique ID number. Where both of these ID numbers are 
valid (YES in S23) # data delivery is authorized only if the 
current time of access falls within the period during which 
data delivery is authorized (S24 through S29). 

The family game machine 3 stores the received game 
character-related information in a prescribed directory (such 
as a directory specified by the server 2) of the storage unit 

3. If, in the case of a professional baseball game, for 
example, player information that fluctuates in accordance with 
the daily results of real professional baseball games, such as 
each player's batting average or injury status or a pitcher's 
earned-run average, can be delivered as game character-related 
information in this fashion, data regarding the abilities of 
real players can be reflected in the baseball game on a real- 
time basis. 

Furthermore, according to the data delivery system 
described above, the user can receive a delivery of game 
character-related information or game software data by 
obtaining a valid ID number through the purchase of a key disk 

4, the party performing data delivery can deliver game 
character-related information that is updated on a daily basis 
in real time, and the user can be reliably charged through the 
sale of the key disk 4 . 

In addition, because the use of the key disk 4 can be 
restricted to use with a single family game machine where it 
is determined based on the key disk unique ID number and the 
family game machine unique ID number whether or not data 
delivery is authorized, and data delivery can be denied where 



the same readable recording medium is used with a different 
family game machine, the improper use of a key disk 4 with 
multiple family game machines can be prevented. 

The present invention is not limited to the above 
embodiments, and can be modified in various ways. For example, 
in the above embodiments, when the server 2 is accessed from 
the family game machine 3, data delivery is authorized only 
within a prescribed period of time after the first access, but 
it is also acceptable if, for example, a limitation on the 
number of accesses is imposed, or if delivery is denied once a 
prescribed amount of data has been delivered. Moreover, in 
addition to the above game character-related information or 
game software, the data delivered by the server 2 may also 
consist of additional data to eliminate problems with the game 
software in the event such problems occur (so-called bug- 
fixing software) . 

Furthermore, in the above embodiments, the input of the 
key disk unique ID number into the family game machine 3 is 
carried out manually, but it is also acceptable if the ID 
number is stored in the key disk 4 and read into the family 
game machine 3 together with the communication program when 
the key disk 4 is loaded into the family game machine 3. 
Moreover, while data delivery from the server 2 to the family 
game machine 3 is carried out via the Internet in the above 
embodiments, the network used in the present invention is not 
limited thereto, and a different network can be used. 

According to the present invention, because game 
character-related information or other data can be easily 
supplied to the user over a network even if a readable 
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recording medium or other medium that stores the game software 
or other data is not distributed to the user, new game 
character-related information or other data can be quickly 
provided to the family game machine. 

Furthermore, if the data delivery authorization 
determination carried out by the delivery authorization 
determination means is performed based on the ID number 
received from the family game machine, and the ID number 
consists of an ID number unique to a readable recording medium 
that stores data necessary for communication between the 
family game machine and the server, the ID number unique to 
the readable recording medium must be obtained in order for 
the family game machine to receive a data delivery from the 
server, and the user must have physical possession of the 
readable recording medium, and consequently the server can 
accurately identify a user for whom data delivery is 
authorized based on the user's ID number, and the party 
delivering the data on the server side can ensure that the 
user is charged for the data delivery based on the sale of the 
readable recording medium. 

If the determination regarding whether or not data 
delivery is authorized is performed based on both an ID number 
that is unique to the readable recording medium and an ID 
number that is unique to the family game machine, the use of 
the readable recording medium can be restricted to use with a 
single family game machine for the data delivery, and the data 
delivery can be denied when the same readable recording medium 
has been used with a different family game machine. As a 
result, the improper use of the same readable recording medium 
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with multiple family game machines can be prevented, and the 
party performing the data delivery on the server side can 
further ensure that the user is charged for the data delivery 
through the sale of the readable recording medium. 

If the data delivered by the server consists of 
information pertaining to game characters appearing in the 
game, particularly information pertaining to actual game 
results of real athletes who appear as game characters in the 
game, information pertaining to real athletes that is updated 
on a daily basis can be delivered to the family game machine 
in real time, and can be quickly reflected in the action of 
the game played on the family game machine. 

If data delivery is authorized only within a prescribed 
period of time after the first access by the family game 
machine, because a user that wants to receive a data delivery 
after the expiration of this prescribed period must, for 
example, obtain a new ID number through the purchase of 
another readable recording medium, the user can be reliably 
charged. 

In summary, the present invention relates to a data 
delivery system that comprises a server having (a) storage 
means for storing various types of data and delivers 
prescribed data to a family game machine over a network; (b) 
delivery authorization determination means that , when a 
request for data delivery is received from said family game 
machine, determines whether or not the family game machine is 
authorized to receive data delivery; and (c) data delivery 
means that delivers data to the family game machine based on 
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an instruction from the delivery authorization determination 
means . 

With the above features, because the person carrying out 
data delivery on the server side can identify users for whom 
data delivery is authorized and data such as information 
related to the game characters can be easily provided to the 
users , new information regarding game characters or other 
information can be quickly provided to the family game machine. 

In the invention described in the above, the 
determination performed by the delivery authorization 
determination means regarding whether or not data delivery is 
authorized is preferably performed based on an ID number 
received from the family game machine, and this ID number is 
an ID number unique to the readable recording medium that 
stores data necessary for communication between said family 
game machine and the server. 

With the above feature, because in order for the family 
game machine to receive a data delivery from the server, the 
ID number unique to the readable recording medium must be 
obtained and the user must physically possess the readable 
recording medium, the server can accurately identify the user 
as a user for whom data delivery is authorized and the person 
performing data delivery on the server side can reliably 
charge the user for the data delivery through the sale of the 
readable recording medium. 

In addition, the determination performed by said delivery 
authorization determination means regarding whether or not 
data delivery is authorized is preferably performed based on 
both an ID number that is unique to the readable recording 
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medium and an ID number that is unique to the family game 
machine, which are received from the family game machine. 

With the above feature, because the determination 
regarding whether or not data delivery is authorized is 
performed based on both an ID number that is unique to the 
readable recording medium and an ID number that is unique to 
the family game machine, data delivery can be restricted to 
situations in which the readable recording medium is used with 
only one family game machine, and data delivery can be refused 
in situations in which the same readable recording medium has 
been used with a different family game machine. 

In the above described invention, the data delivered from 
the server can be information pertaining to game characters 
appearing in the game. With this feature, newly updated 
information pertaining to the game characters appearing in a 
game can be reflected quickly into the action of the game that 
is played on the family game machine. 

Furthermore, the game described in the above can be a 
match- style game, the game characters appearing therein are 
simulations of real athletes, and the data delivered from the 
server pertains to game results for these real athletes. With 
this feature, information regarding real players that is 
updated daily can be delivered to the family game machine in 
real time and can be quickly reflected in the game action 
occurring in the family game machine. 

Moreover, when a data delivery request is received from 
the family game machine, the delivery authorization 
determination means of the server can store the date and time 
of the initial access and authorize data delivery for only a 
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prescribed period of time. With this feature, because a user 
wishing to receive data delivery after the expiration of a 
prescribed period of time must obtain a new ID number by 
buying another readable recording medium, the user can be 
reliably charged. 

Another form of the present invention relates to a data 
delivery method that delivers data from a server that stores 
various types of data to a family game machine connected via a 
network, wherein the method comprises the steps of receiving a 
data delivery request from a family game machine; determining 
whether or not said family game machine is authorized to 
receive data delivery; and delivering the data to said family 
game machine if the family game machine is authorized to 
receive the data delivery. 

This application is based on Japanese Patent Application 
serial No. 2001-067027 filed in Japan Patent Office on March 
09, 2001, the contents of which are hereby incorporated by 
reference . 

Although the present invention has been fully described 
by way of example with reference to the accompanying drawings, 
it is to be understood that various changes and modifications 
will be apparent to those skilled in the art. Therefore, 
unless otherwise such changes and modifications depart from 
the scope of the present invention hereinafter defined, they 
should be construed as being included therein. 
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